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IN THE UNITED STATES PATENT AND TRADEMARK OFFICE 

INVENTOR: Aaron T.Jones DOCKET NO,: 112300-030 

APPLICATION NO. 09/680,349 EXAMINER: Corbutt B. Cobum 

FILED: October 5, 2000 ART UNIT: 3/14 

INVENTION: GAMING DEVICE PROVIDING PAY TABLE INFORMATION FOR A 
i SYMBOL THROUGH SELECTION OF THE SYMBOL 

Commissioner for Patents 
P.O. Box 1450 

Alexandria, VA 22313-1450 

; THIRD SUPPLEMENTAL DECLARATION UNDER 37 C.F.R. § 1 132 OF 

AARON JONES 

Sir 

: I, Aaron Jones, hereby state as follows: 

; 1. I am currently employed as a Firmware Engineer Supervisor at IGT. My 
employment at IGT began in June, 1992. ! am familiar with wagering gaming machines, 
the gaming machine industry, and the history of gaming machines. 

[ 2. On December 10, 2002, 1 executed a Declaration under 37 C.F.R. § 1.132 
which was previously submitted for the above-identified application, the statements of 
which are incorporated herein. 

; 3. On August 23, 2003, I executed a Supplemental Declaration under 
37 CJF.R. §1.132, which was previously submitted for the above-identified application, 
the statements of which are incorporated herein. 

4. On February 23, 2004, I executed a Second Supplemental Declaration 
under 37 C.F.R. § 1.132! which was previously submitted for the above-identified 
application, the statements which are incorporated herein. 
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: 5. I submit this Third Supplemental Declaration in further response to the 
Office's Action Statement of the need for further independent evidence of the long-felt 
need' for the solution provided by the present invention. 

[ 6. Attached is a copy of the March 2004 Strictly Slots article entitled The 20 
Greatest Slot Innovations." 

! 
; 

• 7. In the Touch Screen section of this article on page 58, this article indicates 
that |'[t]he latest touch-screens have even more advanced features: Sigma's 'Smart 
Touch' screen allows players to touch any symbol in the pay window to see the pay 
schedule amount related to combinations of the symbol - an instant help screen, with 
the information the player needs at the moment and nothing more." 

I 8 - Tni s independent statement indicates the gaming industry's knowledge of 
the importance of the player understanding specific paytable and the winning symbol 
combinations of the paytable especially as the paytabies have become more complex. 
The jong-felt but unmet need for gaming devices and methods as set forth in the 

i 

independent claims (as set forth in my previous supplemental declaration) is further 
demonstrated by this independent article. 

I hereby declare that all statements made herein of my own knowledge are true 
and that all statements made upon information and belief are believed to be true; and 
further that these statements and the like so made are punishable by fine or 
imprisonment, or both, under § 1001 of Title 18 of the United States Code and that such 
willful; false statements may jeopardize the validity of the patent. 

: Executed this J2£fj3ay of March, 2004. 
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20 
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Monumental ideas in the history 
of slots that changed the 
way we play today 

by Frank £&gato 

Teste in oomfoft, easily rest our fingers ojx a spin but- 
f ton, and -watch reels spin at lightning speed. We 
slip a bill into an acceptor, rack up credits, and take 
a ticket to a kiosk to get cash. We watch cartoons, 
[ touch a video screen to reveal a bidden treasure, qoiefctjr play hun- 
ditxb of hands of poker— three hands at a time — and then touch, a 
i keypad to reserve a seat at a rcstauramfbra^nxal 

Iq the midst of having fun, it's easy to take for granted the 
[remarkable apparatu$ in front of us, this self-contained box of 
■ entert ain mn it still known by a name given to it more than a ceo- 
, tury ago— the eiot machine. 

The name itself was originally a bit more cumbersome— 
"nid^in^hc^loT machine/ a name that described the repetitive 
pumping of nickel wagers into the metallic gambling devices that 
•spread axcHind SaaFrandsco saloons at the turn of the 20 th cent* 
XT- They could also be found in cigar stores, where they were 
often called "cigar store klondikes/ but the name mat stuck 
jwas nickelin thfrslot, eventually shortened when other coins 
besides nidkris were introduced 

The name itself hardly applies anymore. Ifce "slot" pan, 
jtderxing to die coin slot, has become an endangered species as 
players pump bills into a cctptors and pky credits. Eventually the 
coin itself win no longer be required But we'll still call them slot 
machines. 

Ihe first machine to be widely identified with die name was 
Charlie Fef s ^bcrty Bell' machine, released to the public in 
1899- Fey himself would hardly recognize the games on today's 
$ lot floors. Slot popularity has bred innovation, and the vast major- 
ity of that innovation has occurred during the past 20 years. 
I There were a few monumental chaoges that affect the way 
we play before thatas well, and together, with the breathtaking 




change mat has occurred during the past two decades, they form 
alaundiyli3tofmop^ experience of modem 

sjpt play. "We've boiled that lifc obwn to 20. These are t^ 
notogical innovatioiis we feel have had the greatest effect atx the 
way we play—the 20 reasons that slot machines are, by far, the 
most popular form of gamolzog in the modem world. 

Tbsy are in a loose chronological order, rather than order of 
significance. That's because they are all equally significant. Here's 
how we arrived at what we call a slot machine. 



34 . MARCH 2004- ". STRICTLY SLOTS ■ www.CtainccB/rterLcom 
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Q the Liberty Bell 

^ot machines did exist before Charles August £ey, a German immi- 
grant Irving in San Francisco, rolled out his invention in and 
placed it in saloons he owned. But tfiey looked nothing like his. 
Tnro**gJwut the fiaowrig raadbitow were a popular offering of 
San Francisco watering holes, but most looked more like fine fcirajrture 
than gambling devices. Some Were huge, ornately carved cabinets 
bearing a roulette-like wheel operated by faibing a crank. Others were 
snM poker madiines^ 
nVecarc) hands. 

Fe^s invention, which he called tiie "liberty Beil/ had three 
reds bearing strips of syn]Jx>ls— bdls, hc^shoes, stars, and card 
suits. They were springioaded and the player would put a nickel into 
a slot and pull a handle on the side to compress the springs. When 
released^ the srjrings would expand to send the reels spinning until 
stopped by a separate mechanism. If the symbols matched, die player 
won a "pek pot* — a pot of money, or ^jaefc. 1 * 

The three-reel liberty Bell would provide the basic design on 
which aH future slot machines wouid tie based. Even today's siot 
machines, though completely different in the way they work, are still 
recognizable as descendants of the JibcrtypelL 
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"the Electn^Medianica! Slot Machine 

No one! changed the basic design of Charfie Fey*s three-reel slot 
machine for six decades. Outward designs changed, but even In the 
1950s, jhe vast majority of skit machines were basically steel boxes 
containing three spinning reels 
based on I*ey*5 original design. 

Bally Manufacturing would 
providtthe first major inoc- 
vaiibn of the modern era of 
slot machines in 1964 with 
the release of a game called 
"Money Honey." This was 
the first "dectro-mecnani- 
caT slbt machine. The 
mechanical springs and 
levers Were replaced by 
servos and other electrical 
connxments. But that was 
just the;begmning. 

Money Honey was a 
package of innovations 
that re-defined the slot 
inachinfe* and set it on a course to becom- 
ing a viable alternative to table games for the typical casino customer. 
It offered muhipl&coln play, with jackpots rising according to each 
coin wagered. It included a hopper— a compartment with the capaci- 
ty for hundreds of coins and a large metal tray at the bottom, adding 
arafini noise to the slot esperknce. Finally, electricity provided play- 
ers their first glimpse of bright lights, colorful back-lit artwork, 
buzzers, clatw b ^^ doto ^ ebrat ^ tt0ise ' ft was.a harbinger 
of what was to come. It was the first game to communicate "excite- 
mer^iotJhesto 





H Jhe Dollar Stet 

For th e remainder of the 19605 apd 
eariy 1970s, Bally continued to pile 
up the iiwovations with their new 
slot machines. One of the most 9ig 
nificant was die aA&lsiQs inrroduc- 
tion of the dollar slot carousel jjn / 
Norfiera Nevark Bally deseed 
a dollar^jitd hopper, with a larg- 
er tray into which siyer dollars 
wo^d make a load '"clang* as 
they dropped Because of tie dol- 
lar wagers, casinos were able to 
oflcr much larger Jackpots. Nortit 
em Nevada casinos placed them in 
carousels with colorful* flashing ; 
signs, and players flocked to them. 
It was the birth of slot njpifeeting. 

Slots had always been fringe offerings, placed around the ed^cs 
of the casino to ajefcr v^on^ som to do while their rmsbani 
were at the crap tables. BaRfs dollar slots caused casino operators, for 
tlic -first time, to scrionsjfy consider slot machines as a possible profit 
center for the gaming n^— and to allot them prime floor space that 
had always been reserved for the table games. 



Video Poker arid the Birth df IQT 

Bally distributor Si Redd had been one of the main forces behind 
the spread of the doUat slot in the mid 1970s.- By 1980, Redd was 
promoting a new invention to eAceuilves at BaBy Maniifectaring in 
Cbk^— "video poker/ It was a game of draw poker simulated by 
a cdftipuier ptpgrani^an electronic simulation of a 52-card deck • 
with hands chosen at ranA3m and .^splayed on a video screen. 
Baliy officials vvinted nothing to do with the invention; so 
. ' ••.•^'-.•••>.v.:''.-:--' ' Redd convinced tick; to let hiin : 
strike out on bis own. and : 
the patent They even i 
stay out of video a 

. Galled {Fort^T 



■tfc;€3siab: indiistry: 
oriiefe] 

^teslotjwi^ 
world witb^ 
which aceS 




mswj&e^ 

borii T^wGuld T&e !T* &igp 



PAGE 9/14* RCVD AT 6/3/2004 11 :23:35 AM [Eastern Daylight Time]* SVR:USPTO€FXRF-1/0 * DNIS:8729306 * CSID:3128278000 V DURATION (mm-SS):0748 



kTSa *- MARCH 2DO* 1W 



Jun 3 2004 10:31 



P. 09 




V tteti^cal Jiji^l&J bem v ;■■ . v ; ■ 

£ of symi^ t|^ i^^iit f^kjf^^^^tf t^t^.ib. 

^ * ......... , ^ . .«..*. 



3^;eSb ^iatrfoin'^ $^.^^s^ 




13 Player Tracking and the Slot Club 
Just as the virtual reel system was beginning to take hold 
with Balrfs E2000 scries and IGT's *£Prus* reetepirmiDg games 
in the mid 1980s, anew type of marketing tool appeared that 
would capitalise on the new popularity of slots— the 
"slot club." 

Erst appearing in Ariantic Gry, slot dubs worked Bee fre- 
quentflycr programs at the airlines, by tracking the business a 
customer gives a casino and rewarding consistent customer loy- 
alty. It was done by adding a "player ttadriog p software module 
to computer systems used to der^ronicalry record accounting 
numbers from the machines. Suddenly, casinos knew who was 
pumping the most money into their machines, and could treat 
those players to the kinds of perks formerly reserved for the 
best table players. Slot players began to get tree meals, free 
rooms, gifts, and other perks simply by having a slot dub card 
insetted while they played 

Today, sophisticated player tracking systems— such as BaBy's 
K e-Series" and ACSC system, which work in conjunction with its 
Slot Data System (5DS) stot accounting net- 
work; IGT's Xntegrated Gaming System 
(IGS); tbemzard system by Acres, recency - 
acquired by IGT; and Aristocrat's popular 
OASfc system— grW 5Jot playm'the abffitf to download cash awards 
right at their mad^oes/use keypad 

and access special projnotjooal awards that were not even dreamed 
cfbefore me slot dab. " r 




Megabucks 

In 1966, IGT unveiled one of Itistocys most I 
important slot mnovations— the first mufti- I 
sate progressive slot machme. with the vir- 
tual red system already rnaking larger jack- 
pots possible, IGT decided to go for the 
ukimaie— the type of lif^hanging jack- 
pot Ibrmeriy reserved for only a. tew very 
lucky lotoy players^ 

The idea was to link machines at 
different casinos around Nevada to a 
common jackpot over telephone lines, 
borrowing nascent modern technology from the tdecornmunica* 
ttons industry . Coin-in from each slot on the finked network would 
mcrement a JS^Miiangbg, tnilfion^lollar^lus jackpot, -and the odds 
of hitting it would be better than the odds of totting a lotto Jackpot 
in a state lottery. Borrowing a name from eastern U.S. lotteries, IGT 
called it Megabucks.* 

The Megabucks mutU-site progressive system lives on in many 
forms, from games still bearing that title to a wealth of other pro- 
gressrves, frgm'Wheel of Fortune to "Megajadcpots" games bearing 
various licensed entertainment brands. Other manufacturers even- 
tually followed wjth their own multi-site progressive systems, such 
as Rally's a ThrMons^ Atronic's "Arizona Magic," and Aristocrat's 
'^iVKmons, 9 
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B Credit Play 

Young players altering the casino matket maybe surprised to realize 
tot 20. years ago, every wager on a slot machine was made by physt 
cally insetflng a coin into the stot Eray jadkpot, regutiless of how 
small or tape, was paid through the hopper with coins clanging into 
the tray: If you wanted to 
play ott, ypu scooped coins 
from the tray and fed more 
wagers intb the slot 

In the mid to late 1980s, 
machines! began appearing 
which logged "credits" on a 
meter when a {ackpot was 
hit— in reefepinnmg slots, an 

UBO display was used; on video poker machines, the ctedit log was 
right on the screen. Using a button on the panel, the player could 
simpiy draV from the accumulated credits of former jackpots and 
forego pumping coins into the dot A *cash out" button on the other 
side allowed the collection of those credits in coins through the hop- 
per at the end of me play session. The idea met with mixed reaction 
at first, so! credit play was only offered as adoption— players who 
loved the "constant sound of coins falling into the jackpot could still 
opt for every jackpot through the hopper That option would erentti- 
afly Hiwprj^ fa^y hecaiiBe of the noct fonovarjon on our list 




The Bill Acceptor 

Any slot player who is ababyboamfit or dder remembers whra a 
prerequisite for skrt play was a stop at the cage to buy rolled coins. 
Slot floors; were strewn w}th discarded wrappers from coin rolls; 
and part of the slot ejeperience was craddbog that nmroU of quar- 
ters or dollar tokens. Some older players snU like this activity, but 
most abandoned it when machines appeared mcorporating biffl 
acceptiors, beginning in the mid 1990s. 

Bill acceptors created unpfecedented player convemence: No 
longer would players have to go to the cage or find an attendant 
pushing archange cart befot6«ntmg down at a skjc machine. Just 
enter the casino,, sit down, take out your wallet, and start playiog. 
As with credit play, bitt acceptors had their critics, and still do> The 
main complaint of some is the very \ : 



same aspect that is the source of 
praise from others: play is 
speeded up. Many view money 
managenient as much easier 
when play is exclusively by 
coin, aM' stm hit the cashoot 
button immediately after insert- 
ing a billl and "play from the 
tray,* just^Hke the old days. (As 
we wifl s4e later, this option is 
also gradually disappearing.) 
But like It or not, none can 
deny the impact the hill accept 
toe has had on slot play. 




Game Maker; 
Birth of the Multi- 
Game Machine . 

Bally, reborn as Bally Gaming ! 
after near-extinction at the 
begrhitmg of the 1990s, began its 
long rise back to prominence in 
the slot market with a landmark 
innovation in 1992. Borrowing a 
concept from the video lottery 
matJcet, "Game Maker" was the 
first widely popular casino slot i 
machine to place multiple individ- 
ual video slot games in a single cabinet 

Game Maker gave the player something he never had before— a 
choice of games, even between video poker and video slots, without 
leaving hisseat 

Many more refined versions of the mullirgame unit exist toddy, 
including the newest mutoderjrom^ units from IGT and others 
that grve a player the choice of nickels, quarters, and dollars In one 
machine- But all can trace their roots to Sally's bold move of incorpo- 
rating a video lottery gimmick in major numbers oft the slot floors of 
The early 1990s. 



The Bonus: "Game within a Game". 
Anchor Games operated a slot route in Nevada and two small casinos 
in Colorado in the mid 1990s, whmitmergedwim Global Gm^D^ 
tributors to form Anchor Gaming. Anchor's president, T J. Matthews 
(now chief csxninye of IGT, which acquired Anchor last year), had 
been the head of Global Game Distributors, and as head of the new 
company, he oversaw ah effort to design proprietary games for 
Anchor's casinos- The idea was that people were tired of games that 
did nothing other than spin reds- Anchor's first proprietary game, 
called "Silver Strike," had a special "bonus Jackpot* of corrimemor^ 
tive silver tokens, whkh were oispky^ 
see-through cabinet 

It was a radical design, but players went 
bonkers. Anchor would soon begin an 
incredible partnership with IGT, dur- 
ing which a series of games were 
released in the late 1990s, each 
with a "bonus feature-'' A symbol 
. on the reels would trigger a bonus 
event in the top boa; which bote any 
number of designs — a pinball machine, a 
tictac-toe game, even two extra sets of 
reels. Suddenly, players began to 
anticipate "bonus rounds* as part 
of the slot experience. And once 
again, things would never be the 
same, particularly in Ugtit of ;' 
Anchor's most i 
^ovation— the wheel 
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' Wheel-.- of— Fortune! 

Anchor Ganiing's signature innovation was the incorporation of a 
roulette wheel on top of a slot machine, configured like a carnival Jfor- 
tuuc wheeL A feel symbol would tagger a bonus feature in which the 
player pressed a button to spin the wheel for a bonus award. It first 
appealed with a BaBy slot called "'Wheel of Gold." That game was a hit 
JbriBaj^andcansn^ 

But it would be IGT that would turn the whe el into the' most popular 
slot gime in history .IGT had a license to create a slot gaane based on the 
populat TVgame show Wheel of Fortune. The Bcense had been used 
for a4 uasuceessfol video slot, but it found its home with Anchor's 
wheel Artwork from the TV show was used, and the wheel was dressed 
up toioofc exactly lilx the giant Jfortune whed used on the program. When 
thetdjggeringsym^ 
bite fi^ the show of S^fim^ 

It was the fast slot game to capitalize 00 the American love affair with televi- 
siott Wheel of Fortune is the giandfother of TV-themed slots, but it had other innova- 
tions that changed the dot world: It combined jfcoures of the most popular IGT games 
into a [powerhouse slot offering- It had a multisite piogrcssivc jackpot, and a. base game that 
was ejfehcr Double Diamond or aootber mnl^lyinfrwild symbol game. We should say *im T * 
not "fkf — it is stiH arguably the most popular game in the world, and ba$ already spawned 
two m^or spinoffs invideo- 




Multiline Video 



i 



They were first called w AllstraBa^^6ty^e ,, slots, because the idea originat- 
ed Down Under with Australian slot-maker Aon^ociat Leisure Indus- 
tries. But vdten Ariso^crat.b^ the Idea of multiline video to the 
m the mid 199Qs t it would change the slot landscape forever* 
Americans were accustomed to reelspinoing slot games with a 
single paytae. The Aristocrat games had five video reek, with five, 
nine, or inoie payfines, and wagers of as ranch as 45 cc^ or more per 
spin. The paytables were encyclopedic, with scores of possible win- 
ning combmatians. They first appeared in quarter denominations; but 
slot matjagcrs soon realized they could place them in a nearfy extinct 
d^aomSiatlon— the nickel— and garner average bets which out- 

SttippaAhe quarter irri spinners 

Hie newfangled games had one other innovation; a ^second- 
soteo" potjv$ round A triggering reel combination m 
would switch the video screen Jfata repre- 
sentations of reels to a complete animat- 
ed scene, and the player would be 
prompted to select spots on the screen to 
find hidden boons treasures. Jt was 
absolutely revolutionary in its effect, and 
America^ manufacturers, beginning with 
WMS Gaming? "Bed 'Em In' and KTFs 
"iGame*. series, soon followed with their 
own raWtaline, mijracom video slots. The 
phenomenon led directly to today's 
video slot games, with denominations ' 
as4ow a* pennies and video seconds : 
screen bonus games depicting cvery- 
thing 6pm cartoons to classic TVshows 
toniovies. . . 1 



~3M 
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The Touch-Screen 

With the obvious wimiing^btOTula of multiline video came more 
innovations to create customer convenience. The styles of the sec- 
ond^creen bonus events more often than not required a selection 
by the player from several options on the screen. Additionally, the 
games were much more complicated than the classic thrtc-reel 
variety, so mannfecturers included "help screens" to explain all the 
possitikwaystowialnirialty 

to choose options on the video screen or to access the help 
screens. 

The slot manufacturers would soon make everything easier 
with 'touch-screen* technology. They employed vendors such as 
"V : MictbTowft and 

ELO Touch Sys- 
tems as OEM Sup- 
pliers, and pkyers 
were soon touch- 
ing the screen to 
select bonus fea- 
tures, or to access 
help screens. The 
technology was 
also applied to 
video poker; play- 
ers were able to 

simply touch the cards they wished to hold and automatically dis- 
card the remaining cards. PSay speeded up all around. The latest 
touch^creens have even more advanced features; Sigma's 'Smart 
Touch* screen allows players to touch any symbol in the pay win- 
dow to see the pay schedule amount related to combinations of 
the syim^— an mstant br^ 
erKe&atthcmorn^ 
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^Triple Play Poker: The 

Multi-Hand Revolution 

MudUKke the early decades of the 
slot n>adtine, the basic video 
poked game remained essential- 
ly the same for its first two 
decatjes* In 1998, however, 
inventor Ernie Moody and 
bis nascent company 
Action Gaming teamed up 
with tGT to release a revolt 
tionaiy new style of video 
poker— Triple Play Poker. 51 

Flayers wager from 
one to five coins on each of 
threc[ video poker hands. 
The screen <flsp!ays the ini- 
tial five cards in three iden- 
tical jhandS- The player 
selects his hold cards, 
which are held in all three 
hands. The draw is then 
madcjfcom three separate 
52-cafd decks, each with 
the ipidal five cards removed Pay- 
back percentages, optimal strategy, and everything else associated 
-with &ngle-hand video poker remains the same, but the wagers and 
wto^inuliiplkdbytmxxtoc 

As with the virtual reel in the slot genre, Triple Play was the 
biggest innovation in- video pote- since its original inventiocu It has 
already spawned spinoff MudingHvePlay^ TcnPfay, Fifty-Play 
and rkradrcd-PIay Poker, each multiplying the numbers of 
identical hands, the wagers, and the wins accordingly 
Manylphyers still km: the simplicity and low volatili- 
ty of single-hand video poker, bat for the serious 
gambler, mufrhaod video poker is haidtobcat- 





Advanced Video 

As video poker players enjoy the adrenaline rush 
that molti-hand video poker has to offer, straight 
slot players are being treated to some of the most 
advanced visual and audio effects ever to be seen 
or heWd on the slot floor. During the past few 
years> all of the major slot majnufactnrent have 
introduced video slots incorporating the most . 
sophisticated platfotros the computer industry has 
to odfcr. Hatty's EVO. video platform, Aristocrat's 
NpCvt Atronic's *WgjbmfS and most recently, 
the VMS CPU-NXT platform and IGT's remark; 
able &VP (pat "Advanced Video Platform*) have 
taken the video slot to a level of entertainment 
rarely seen even in the home compiiterindushy. 

You can see it in games fike Aristocrat's a Jeff 
Poxworthy," or MS Gaming's "Robin Hood: 




Sherwood Treasures," or Sally's "SNL* series, or Atron- 
ic's 'Mystery Mast" You can see it in breathtaking 
new video stow JftomlGT such as ^Wheel of Fortune 
AVP* and "Star Wars." You can see ft in Konami 
games, Sfema games, Mlkohn games, and others. 
Fluid* moviequaEty ammadon, brea thtaking cot. 
ors, striking H> graphics, and crystakdear stereo 
sound bring a erflection c^mint^ gatoe features 
more intricate than ever to the player. 

These features are becoming ever more im^ . 
tive, incorporating tcwm&^vxpas^m^^: 
those in Atronic's "two-way' betting s^s^, 
where an additional wager pe*l^z^$ifr£. 
pots to register rigbt^oteft as we lt ^ je^faH^ /; 
Sigroa's multtpiogressive ^s^yO^^^^ 
al coins wagered quaUfcJfc h&te 
gfessrve jackpot; and;)At1sJ^ 
wiiere the pls^'^i^'^^-if^^^ 
and all} 

Video s^aije. 
Will 01 
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Ticket In/Ticket Out: 
The Cashless Revolution 

This Innovation is just begirjuning to blossom, but most industry 
: experts agree that before it's done, it win completely change the 

way pcopk play slots. Payouts 

: in Hdcets have been a staple of 
-video ^lotteries to years, but the 
turn of the 21 st century has 
sceji it begin to become a staple 
of jhe slot floor. Bills go in the 
acceptor, play is escchishrety in 
crebhs, and cash-out brings a 
secure ticket which can cither 
be [redeemed for cash at the 
cage or placed in another slot to 
. cqnUDue playing. 

! Manufacturers an; fining up to add their own tk^etin/ttcket- 
out (known as *ITIX>" in the trade); coin-free slot play systems to 
their games, and slot directors arc lining up to examine them. 
Removing cute iram the equation not only relieves customers of 
dirty hands and having to wait for hcpjfper jfflte and handpays; it 
relieves the casinos of millions of dollars in coMwndllng costs, 
Casmos such as Suncoast in Las Vegas and Borgatam Atlantic City 
oftet compteteiy coin-free slot floors. 

\ Many beBeve the TITO systems, such as IGT's "EZ Pay* and 
Bsufs B eTk±er/arjeonrymefir#s^ 

floor* There are already casinos— such as the Oneida Nation's Tuu> 
ing Stone casino hx upstate New Yodc— where cash has been com- 
plady removed from the slot floor.- Cashless stot floors work with 
debitcard systems. Ifayers deposit cash at the cage and are given a 
player's dub card with credits loaded onto it. Casbout reconciles 
the r^cdit total 6a the card, and the player redeems ar^ 
the cage. This and other cashless systems will surely increase their 
presence in the industry— probabry sooner than you think 



Self-Redemption and the Kiosk 

As w^e have seai, new technology almost always breed? new cus- 
tomer^onvenience. Along with the TTTO systems, we are begin- 
nrngjto see selfredemption kiosks, where cash-out tickets can be 
redeemed without waiting in line for coin redemption* 

•The kiosk has also become a mainstay of the slot club, with 
selfsbrvice stations available for everjihing &om redeeming cash- 
baefcawards to collecting earned camplirncnKu^ For customers, 
it is the ultimate eoiiveirtence^jt^ 

Casinos where coins are still in heavy use— in other words, 
most! places— are picking up on this desite for convenience by 
adfHtjg self-service coin redernptiaa macfcme&.This is nirvana to 
anyone who has ever cursed the wait in.line at coin ademption 
whti^ lagging heavy buckets of coins. 

Expect to see more kiosks around the casinos in years to 
come, as the lines get shorto and shorter. 



.Si* ij'.:*":.K:. 'if.*'. 
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Ergonomics 

During the past year, a new term has 

entered the slot-industry lexicon: 

"ergonomics/ This term has mani- 
fested itself in products designed to 

maximize player comfort— and to 

keep the player in M» seat longer. 
All of the major slot manufto 

turers are now jumping on the 

ergonomics bandwagon. IGTs 

°AVP Royal* cabinet chajoges the 
monitor angle to reduce glare, and 
provides a slant top style with cushy 
panels to support the hands and 
wrists. Baby's "EVO Hybrid" Knc of games 
brings the tcmch^creeo monitor within easy reach of the player, 
who does not have to stand up to reach it 

The most radical of the new ergpnomic cabinets are WMS 
Gaming's 1 TOuebird n and Atmnic'$ •€^^0^* The Bluebird cabf 
net was designed from the ground up with player owafbrt in inind 
A curved button panel, angled monitor, and back-friendry chair 
allow the player to sit in comfort and activate an game features 
without leaching, the c-motion cabinet sports an oblong monitor 
mat is heighfcadjusrabte by pushing easily reached buttons on the 
side. Slot card reaxier^ hffl aerators, 
precisely where they 

Finally, A.C. Coin and Stot teamed with furniture suppliers 
Majestic fodustries and TC Mfflwoik to create an entire etgonomic 
cabinet and chair package for A.C Coin's siot ctfTcrings. The chair is 
adfustahk via a gas cylmdw 

recessed base where the player's jfcet can rest and there is carpet- 
ing in the hoUowcdout area. 

These ergOTK)mic reatures are the final touch in the evolution 
of the slotrflaclnne mto vrtotitistoday. By all mu^carions, the evo- 
lution is not finished Stay tuned for another Top 20 Innovations, 
and more, to come in the next decade or two. (we can't wait!) # 
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